
William Hiker & Romance 

Wooing women across the Galaxy 


BORG CUBE; specifications 

Formidable ship of a ruthless enemy 


A handheld torpedo launcher 


ISSN 13b4-3Tfl3 


The FEDERATION HOLOSHIP Explained 

The Son'a's sinister plans for a cloaked ship A 


364 3980 




mi 

k Odo & Kira Nerys 

Ik A shy Changeling in love 


Danger on Tarchammt III 

% Home to a deadly DNA parasite 

V 

Bias & Troyius United 

Peace marriage ends in rivalry 

" 

ll 

SI 

■ 

























































CONTENTS: PART 149 

The Guide to the STAR TREH Galaxq 

TARCHANNEN III 
FEDERATION Penal Systems 
ELAS & TROYIUS 



FEDERRTION STRRFLEET ZZZ 

FEDERATION HOLOSHIP: General Layout #1 
FEDERATION HOLOSHIP: Function and Use 


&&& i&a 




The Guide to the STRR TREH Galaxy 

TAROK 

BAJOR and the EMISSARY 
The KELVANS 




Non-FEDERRTION Starships 

THE BORG CUBE 

Personnel Files 

RIKER and Romance 
ODO & KIRA NERYS 

Equipments Technology 

ISOMAGNETIC DISINTEGRATOR 


i Starship Log 

STAR TREK: THE NEXT GENERATION - 
'Redemption', Parts I and II 

STAR TREK: DEEP SPACE NINE - 'Soldiers of the Empire' 

! fl-Z Access Point 

Your continuing alphabetical reference source 





™, ® & © 1999 Paramount Pictures. All rights 
reserved. STAR TREK and related marks are 
trademarks of Paramount Pictures. 

Fabbri Publishing Ltd. authorized user. 

Published by GE FABBRI Ltd. 

Elme House 
133 Long Acre 
London WC2E 9AW 

Produced by Aerospace Publishing Ltd. 

179 Dalling Road 
London W6 OES 

This publication may not be reproduced in whole or 
in part by any means without the prior permission of 
Paramount Pictures. All rights reserved. This publication 
may not be lent, resold, hired out or otherwise disposed 
of by way of trade at more than the recommended selling 
price shown on the cover, or in a mutilated condition. 

ALL PHOTOGRAPHS © PARAMOUNT PICTURES 

Additional photographs supplied with the 
co-operation of CIC VIDEO 

Special thanks to Michael Okuda, Denise Okuda, 
Rick Sternbach, and the Art Departments for 
the current STAR TREK series 


Creative Director: Stan Morse 
Managing Editor: Trisha Palmer 
Art Director: Rob Garrard 
Editor: Jennifer Cole 

Assistant Editors: Emma Tennant, Andrew Littlefield 

Editorial Assistant: Tim Leng 

Authors: Kathe Conti, Chris Dows, Susan Franzblau, 

Jonathan Freund, Alexander Gray, Sandra Hutchinson, 

Andrew Littlefield, Bill Margol, Beth Slick 

Design: Martin Ritchie, Danny Baldwin 

Art Coordinator: Emily Robertson-Heggs 

Design Assistant: Preety Patel 

Artists: Rob Garrard, Paul Bates, Peter Harper, 

Ian Fullwood, Stuart Wagland, Adam Willis 
Associate Editor: Ben Robinson 
Special thanks to: Lee Howard 
Colour reproduction by Bright Arts Graphics (S) Pte Ltd 
Printed in Great Britain by Southernprint Ltd & 
Waddington Chorleys PFB Ltd 
Trade distribution by COMAG (Tel. 01895 444055) 
PHOTO EDITOR, LOS ANGELES: Larry Nemecek 
ART EDITOR, LOS ANGELES: Guy Vardaman 
RESEARCH COORDINATOR, LOS ANGELES: 

Penny Smartt-Juday 


FEDERATION STRRFLEET 

U.S.S. VOYAGER NCC-74656: Captain's Quarters 


Non-FEDERRTION Starships 


SON'A MISSION SCOUT SHIP. 


Bridge 


Personnel Files 

DEANNA TROI 

NERAL 

ISHKA 

Equipments Technology 

TRICORDERS: 2270's 


Starship Log 

STAR TREK: THE NEXT GENERATION - 
'Ensign Ro'/'Silicon Avatar' 

STAR TREK: DEEP SPACE NINE - 'Blaze of Glory' 

fi-Z Recess Point 

Your continuing alphabetical reference source 


CUSTOMER SERVICES 

UK AND EIRE 

COLLECTING YOUR MAGAZINES 
WEEKLY FROM YOUR NEWSAGENT Your local newsagent 
will be happy to take your regular weekly order for The STAR 
TREK Fact Files, so don't miss out - place an order today. 
SUBSCRIPTIONS For information on how to take out a 
subscription, ring our Customer Services on 01424 758 303 
or write to the address below. 

BACK NUMBERS Missing a copy? To ensure that your 
collection is complete, use our back numbers service. Each 
issue will cost £1.99. POSTAGE IS FREE. (For issues with a 
free binder, please add £1.00 to cover postage and packing.) 
HOW TO ORDER Orders should be sent to: 

The STAR TREK Fact Files 

Woodgate (Fabbri) Ltd, PO Box 1, Hastings TN35 4TJ 
Please make your cheques/postal orders payable to 
Woodgate (Fabbri) Ltd. 

Credit card orders can be given by phone on 01424 758 303. 
CUSTOMER QUERIES If you have any queries regarding 
your collection, please telephone us on 01424 758 303 

OVERSEAS MARKETS 

BACK NUMBERS If you require any back issues, ask your 
local newsagent or write to these addresses: 

Australia: The STAR TREK Fact Files, Gordon & Gotch Ltd, 
PO Box 290, Burwood, VIC 3125 (Please enclose payment of 
the cover price plus A$1 per pack p & h). Tel: (03) 9805 1700. 
New Zealand: Netlink Distribution Company, Private Bag 
92-514 Wellesly Street, Auckland. 

South Africa: The STAR TREK Fact Files Back Numbers 
Department, Republican News Agency, PO Box 16034, 
Doornfontein 2028. Please add 2 Rand per pack p & h. 

Tel: (011)477 7391. 

Malta: Back numbers are available through your local 
newsagent. 





























™> ® & © 1999 Paramount Pictures. 
All rights reserved. 



I he Class-M planet but no grass or flowers. 
Tarchannen III The plantlife reproduces 

appears as a globe of asexually, by extending roots 
coagulating oranges to an area where there are no 

and pinks from orbit, other flora to compete with, 

with an irregular ring A stalk is sent up, and the 
of light blue at the roots separate to produce 

equator. Its surface is a dusty, two genetic clones. 

caverns and clearings Invisible inhabitants 

separated by scrub brush. Tarchannen III lacks the 

The planet provides the typical animal life common 
basic necessities for life: to most Class-M planets; it 

sunlight, water, and relatively is, however, home to an 
mild temperatures. Its green, unusual-looking humanoid 
leafy plants look very much species. These creatures are 
like the low trees found on able to naturally generate a 
Earth near deserts and other disruption field preventing 
hot climates. There is a wide them from being detected by 
variety of bushes and trees standard equipment, such as 


^ From 
^ space, 
Tarchannen III 
is an unass¬ 
uming planet 
colored in 
a mottled 
pattern of 
orange and 
pink. 

^ One 
^ section 
of the deserted 
Federation 
outpost consists 
of a low- 
level building. 
There are large 
hatches on 
the roof. 


^ The Federation outpost on 
^ Tarchannen III is set within the 
planet's barren terrain. The buildings 
are covered with a layer of dust. 


The Federation pioneers sent to build 
an outpost on Tarchannen III believed 
the world was ideal for their purposes. 
When scanned using conventional 
means, the planet's surface appears to be 
devoid of animal life, leaving the outpost 
personnel unaware of the alien creatures 
dwelling in the underground caverns. It 
is assumed that the Federation scientists 
were infected by the DNA strands 
of these creatures and underwent 
a permanent metamorphosis. 

The outpost itself is of 
a relatively simple design, 
as the planet provides all the 
basic provisions for life such 
as light, heat, and water. 

The buildings are constructed 
amid a rocky, dusty terrain ' 5 

and consist of panels colored Hr 

a standard Starfleet gray. 

The interior details are no 
doubt minimal, providing 
a basic standard of living. 


^ The building design 
^ comprises basic 
rectangular, gray panels. 

A narrow glass walkway 
supported by pylons, appears 
to connect two units together. 


native name Unknown 


j SlirFace Rocks are 

scattered 

on the un 

even, sandy 

ground, g 

ving way 

to shallow 

caverns. 

There are 

no oceans or 

mountain 

ridges visible. 

; i Life forms A variety 

of plant life, 

and a light-sensitive 

humanoid 

species. These f 

native ere 

atures appear 1 

to be relatively short- 

lived. 


! Important The planetary atmosphere !! 

! Features contains < 

alien DNA 

strands. 

1 

STAR TREK: THE NEXT 

GENERATION Identity 

Crisis' 






















Susanna Leijten leads the 
U.S.S. Victory away team to 
Tarchannen III, and is infected 
by alien DNA strands which 
become active five years later. 
Leijten's transformation is 
rapid; the first visible sign is 
the uncontrollable shaking of 
her hands. She later collapses 
and reveals a patch of blue 
skin covered with thick blood 
vessels on the back of her 
neck. The fingers on her 
hands fuse, while her blood 
pressure and body tempera¬ 
ture plummet as she becomes 
sensitive to light. Dr. Crusher 
cures Leijten by reintegrating 
her own human DNA. 


a Both Leijten 

and La Forge were 
infected by the alien 
DIMA when Leijten led 
a VICTORY away team 
to Tarchannen III. 

^ Leijten contacts 
^ her old friend La 
Forge when the other 
members of her former 
away team go missing. 
She accompanies the 
U.S.S. ENTERPRISE 
away team to planet 
Tarchannen III , where 
she seems able to 
sense the presence 
of her colleagues - 
now transformed 
into the creatures. 


GALAXY 

FACTS 

O A T-cell stimulator 
can usually cure 
or slow the rate 
of molecular 
transformation in 
a being infected 
by the alien DNA. 

O One of the 
U.S.S. Victory 
away team 
metamorphosizes 
while traveling 
to the planet. 

This renders him 
unable to pilot 
his shuttle, which 
consequently 
burns up in 
the planet's 
! atmosphere. 


creatures' feet and hands 
each possess three digits; 
long glowing projections 
extend out past their 
fingers. 

The creatures react 
solely on instinct, and so 
are impossible to commu¬ 
nicate with. They tend to 
stay in groups and rarely 
venture out alone. These 
traits indicate that at one 
point in Tarchannen Ill's 
past, the creatures may 
_have been prey to a 
predator species that has 
long since vanished. 

Unique reproduction 

The Tarchannen III race 
has a unique method for 
propagating their species. 
Microscopic strands of 
their DNA float around 
in the atmosphere and 
attach themselves to the 
mucus membrane of a 
host, transforming it into 
one of the aliens. Current 
records show that at least 
five Starfleet personnel 
have fallen victim to this 
procedure over the years. 

The Federation sets up 
an outpost on Tarchannen 
III, but communication 
is lost. In 2362, the U.S.S. 
Victory NCC-9754 
sends an away team, led 


^ Tarchannen Ill's 
3 humanoid creatures 
can only be seen under 
ultraviolet light. 

^ Commander Susanna 
^ Leijten comes aboard 
the U.S.S. ENTERPRISE 
in 2367, determined to 
solve the mystery of 
Tarchannen III. 

by Lt. Susanna Leijten, 

to investigate. They find 
the outpost deserted and 
the fate of the personnel 
remains a mystery. 

Mqsferq unveiled 

Five years later, three 
of the Victory party are 
compelled to return to 
Tarchannen III. Now a 
commander, Leijten 
contacts the U.S.S. 
Enterprise NCC-1701-D 
where one other former 
member of the away 
team, Geordi La Forge, 
is stationed. The two 
comrades reunite and 
return to the planet with 
an Enterprise party, but 
find only abandoned 
shuttles and shredded 
uniforms. Analysis of the 
fabric reveals traces of 
alien DNA, and it is 
learned that in 2362, the 
Victory away team was 
infected by the alien DNA 
strands, which have only 
now become active. The 
strands infect the thymus 
and spread genetic 
instructions, destroying 
the host's immune system 
and altering their blood 
chemistry. 

The only way to halt the 
spread of infection is to 
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surgically remove the 
alien DNA and replace it 
with the host's original 
DNA. If surgery is 
successful, the host 
quickly returns to normal. 
Unfortunately, once the 
transformation has 
begun, there is a limited 
period of time during 
which it can be reversed. 


It is sadly too late for two 
members of the Victory 
away team, and they are 
left to live out their lives 
on Tarchannen III in their 
new forms. 

The Enterprise crew 
erect warning beacons on 
Tarchannen III, hoping to 
prevent such a tragedy 
from happening again. 


a The Tarchannen III 
aliens reproduce by 
infecting hosts with DNA 
strands. Total metamor¬ 
phosis is irreversible. 
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Commission or, in cases of 
criminal pathology, drugs or 
neural beam neutralizers 

may be used. This 
sympathetic approach 
is pioneered by Dr. Tristan 
Adams in the 23rd century. 
Adams proposes that 
a decent, comfortable 
environment gives the 
inmates a level of self- 
respect, which is essential 
for successful rehabilitation. 
Adams achieves great 
success by humanizing 
the environment in penal 
colonies over his 20 year 
career, and some of his 
patients become assistants 
and therapists. Despite the 
controversy surrounding his 
misuse of Dr. Simon Van 
Gelder's neural neutralizer 
on Tantalus V, Adams's 
efforts to humanize the field 
of criminal incarceration 
remain the foundation of 
modern penal facilities. 

The success of 
Starfleet's rehabilitation 
programs is best 
demonstrated when 
inmates return to society. 
Rehabilitation commissions 
evaluate the progress of 
offenders while serving 


their sentence, and help 
to place them after their 
release. 

In some cases it is 
even possible for Starfleet 
personnel to return to 
duty after imprisonment. 
Occasionally, high-ranking 
officers have arranged the 
release of certain individuals 
in exchange for their 
cooperation on a special 
assignment. 


j he United 
pi Federation of 
fa Planets maintains 
a number of penal 
H institutions through- 
|H out its space 
| to house and 
rehabilitate criminals 
convicted in Federation 
courts. The system is 
overseen by the Central 
Bureau of Penology in 
Stockholm, Sweden, 
whose responsibilities 
include general inmate 
populations at Federation 
Penal Settlements, such 
as the ones in New Zealand 
and on Jaros II. Specialized 
institutions for the criminally 
insane, such as the colony 
on Tantalus V or the facility 
on Elba II, also fall under 
its jurisdiction. 

Second chances 

The Federation is 
committed to the idea that 
the criminal mind can be 
rehabilitated, regardless 
of the nature of the 
crime. In most cases, 
rehabilitation takes the form 
of work/therapy programs 
with regular evaluations 
by a local Rehabilitation 


In the mid-23rd century. Dr. 
Tristan Adams pioneers the 
Federation's approach to 
rehabilitating prisoners. 


In 2368, Ensign Ro 
Laren is released from the 
Federation's facility on 
Jaros II at the request 
of Admiral Kennelly. 

Ro's orders are to help find 
Bajoran terrorists attacking 
Federation interests; in 
fact, she learns that the 
attackers are Cardassians 
hoping to lure the 
Federation into their fight 
with the border colonists. 
Similarly, in 2371, Kathryn 
Janeway, captain of the 
U.S.S. Voyager A/CC- 
74656, requests that former 
Maquis member Thomas 
Eugene Paris be released 
from the Federation Penal 
Settlement in New Zealand 


The symbol of a hand 
holding a dove in front 
of a sun-type icon is 
featured on the uniforms 
of 23rd-century penal 
colonies. 


Governor Cory oversees 
Elba ll's penal colony until 
he is overthrown by one of 
his inmates. Garth of tzar. 


ft?If*il 


Most Starfleet vessels and space stations have a brig 
used as a temporary holding cell for accused criminals 
or crew members awaiting trial or court-martial. 
Security officers may also use the brig to punish 
minor infractions, although it is not suited to long¬ 
term incarceration. This fact is recognized by Captain 
Kathryn Janeway in 2371, when former Maquis Lon 
Suder, a Betazoid, murders a fellow crew member. 

He is apprehended and after an investigation admits 
to the crime, but cannot offer any motive. Further 
examination of Suder reveals he has been treated 
unsuccessfully in the past for violent tendencies. As 
the U.S.S. Voyager is stranded in the Delta Quadrant, 
he cannot be taken to a Federation starbase for trial. 
Captain Janeway decides to confine Suder to secure 
quarters for the remainder of the journey. 


a A starship brig is usually 
^ sparsely furnished. The 
minimum amount of furniture 
provided is a narrow cot. 

^ Security for a starship brig 
\3 is provided by a forcefield, 
making such cells virtually 
escape-proof. 
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Rura Penthe is 
protected by a 
magnetic shield 
that prevents 
transporter 
beamouts. 

Federation 
citizens face the 
death penalty if 
they violate 
Starfleet General 
Order 7 and visit 
the forbidden 
planet Talos IV. 

In 2375, Tom 
Paris is senten¬ 
ced to 30 days in 
Voyager's brig for 
disobeying the 
captain's orders. 


O Captain Janeway 
requests the release 
of Tom Paris in 2371. 


facility. There are no guards 
or wardens, and all inmates 
have a device implanted in 
their brains that stimulates 
aggressive behavior. Cert¬ 
ainly there is no encourage¬ 
ment for self-respect or 
rehabilitation here. Inmates, 
and food, are delivered to 
the facility through a secure 
chute into a main room, 
where the prison population 
fights over the new arrivals 
and food alike. In 2373, 
Starfleet officers Tom Paris 
and Ensign Harry Kim 
from the U.S.S. Voyager 
are convicted of a terrorist 
bombing by the Akritirian 
government and impri¬ 
soned in such a facility. 


POLICE RECORD 
HARCOURT FENTON MUDD 


— 


. jF" Smuggling. Sentence... Suspended. 

Transport of Stolen Goods. 

V Purchase of Space Vessel 

with Counterfoil Currency. 

Disputed. 

(Recent Signature) Future Police Record-rCode X73124B 
DESCRIPTION: Height 6'1"; Weight 240 lbs; Brown Hair and 
Eyes; Complexion Fair. Any Information Pertaining To Mudd, 
Please Notify Authorities. 


O Interstellar conman 
Harcourt Fenton 
Mudd has a notorious 
criminal record within the 
Federation. In 2266, Mudd 
is caught using the illegal 
Venus drug to appropriate 
brides for settlers on Rigel 
XII, and is incarcerated. 

to her command, in order 
to help locate Maquis 
hideouts. 

Security at Federation 
penal settlements ranges 
from minimal ankle brace¬ 
lets worn by inmates at the 
New Zealand facility on 
Earth, to planetary defense 
shields such as those used 
on Tantalus V and Elba II. 
Such shields prevent ship- 
to-surface beaming, so 
prisoners are unlikely 
to escape by beaming 
offworld. In addition to 
powerful shielding, the 
Tantalus V colony is actually 


located deep underground 
to further deter patients 
from escaping. The planet 
Elba II has a poisonous 
atmosphere which helps to 
keep patients safely inside 
the facility. In addition to 
these technical security 
measures, visiting ships 
must also observe a high 
level of security protocol to 
prevent the escape of 
inmates. 


O Ro Laren is court- 
martialed after she 
disobeys orders on a 
mission to Garon II. 

matter of hours. Chief 
Miles O'Brien of Deep 
Space Nine is accused 
and convicted of espionage 
by the Argrathi in 2372. By 
the time the chief returns 
to Starfleet custody, the 
memory implant of a 
traumatic 20-year prison 
sentence is already firmly 
embedded in his mind. 

The Federation rarely 
resorts to the death penalty, 
but capital punishment is 
often used by other races in 
the Galaxy. The Klingons, 
Cardassians, and 
Romulans all execute 
convicted criminals. 


the final moments of their 
victim's life every 14 hours, 
for the rest of their days. 

In 2371, Tom Paris is 
framed for murder and 
forced to undergo this 
method of punishment. 

In the Gamma 
Quadrant, the Argrathi 
have found a way to use 
memory implants to 
do away with prisons 
altogether. Upon conclusion 
of a trial, convicted crim¬ 
inals are run through a 
sophisticated computer 
simulation that implants 
memories of a lengthy 
prison sentence in a 


At least two races have 
devised memory implant 
technologies to punish 
convicted criminals. In 
the Delta Quadrant, the 
Baneans have perfected 
a method of capturing the 
final memories of a murder 
victim. These memory 
engrams can be implanted 
into their killer's mind and 
replayed, or put to use in a 
criminal trial to identify the 
murderer. Once convicted, 
the killer is v 
forced to relive 


Criminal justice else¬ 
where in the Galaxy is not 
always as progressive as 
the Federation's methods. 

In the Delta Quadrant, 

harsh justice is meted out 
by the Akritirians. Their 
convicted criminals are 
incarcerated aboard an 
orbiting maximum security 


_ In 2372, 

▼ Miles O'Brien 
receives a harsh 
sentence when the 
Argrathi accuse 
him of espionage 
and implant a 
memory engram 
that convinces 
O'Brien he has 
spent the last 20 
years in prison. 


^ In 2364, 
R Wesley 
Crusher of 
the U.S.S. 
ENTERPRISE 
NCC-1701-D 
breaks an 
Edo law 
during shore 
leave, and 
is sentenced 
to death. 


Not all cultures promote the 
idea of criminal rehabilitation, 
and there are still many places 
in the Galaxy where justice 
is harsh and inhumane. The 
Klingon dilithium mine on the 
frozen asteroid Rura Penthe is 
a harsh forced labor camp for 
convicts 'spared' 
the death penalty. 

The Edo on ^ 

Rubicun III also * 

deal an uncom- KM. 

promising version 

of justice: the rjfc. 

only punishment 

for violation of 

any Edo law is 

immediate death 

via a painless 

lethal injection, 

although laws are K ^ 

only in effect in 4 
randomly selected 
punishment 
zones. v 


_ The Klingon penal colony Rura Penthe is known 
® throughout the Galaxy as the 'Aliens' Graveyard.' 
Conditions within are barbaric as inmates fight each other 
as the guards look on. 








































ml Troyius is 
home to 
R a genteel race 
H of humanoids 

I themselves on 
I ttie,r civility 

cated culture. 

I hate and fear 
1 their warlike 
neighbors, 

■ ~~r-W- the Elasians. 

. 

■HHHHMH ElaS 
home 
Jm to a fierce 
™ warrior race, 
wr the Elasians. 

By 2269, 
however, they 
: agree to a ||§pi| 
peaceful union 
! with their 
neighbors, 

■« v ■ •' ■ •- ■« Troyians. 

Iding, noids with a blue-green 
skin and almost white 
hair. A ruler and a tribunal 
head the government. The 
people of Troyius have a 
well-established diplomatic 
service, but under the cloak 


he Tellun system jurisdiction. The Tellun the dohlman. Elaan is.... ; 

has two planets system possesses one even given a necklace ■■■■■■■ 

circling its sun: the natural resource desired by of dilithium crystals as a ■' 

inner planet is Eias, both the Federation and the wedding gift from Troyius. I • 

and the outer one is Klingon Empire: Troyius is The vast differences and I 5? 

Troyius. These two a rich source of dilithium. hostilities between the I 

worlds have a long As both Elas and Troyius are two civilizations, however, I 

history of conflict, but pre-warp societies, how- almost prevent the wedding I 

by the mid-2260's the ever, neither regards the from taking place. ■ ’ 

development of technology crystals as anything other I Inrlrlinn 

that would assure their than decorative stones. nSflfliily DUllj 

mutual destruction makes A large percentage of The Federation takes sent to attend th< 

peace an imperative. The the population on both an intense interest in the and the U S S. E 

Federation has established planets desire peace success of these peace NCC-1701 is assigned to 

firm control over.the Tellun and support an arranged arrangements, as they escort Elaan to Troyius. 

system, but it is in a border marriage between the ruler are vital to Federation The citizens of Troyius 

area with the Klingon of Troyius and the royal planning. The Federation pride themselves on being 

Empire, which also claims figurehead of Elas, Elaan, High Commissioner is civilized. They are huma- 


m 


ffffll 




The Federation 
scientists sent to 
survey the planet 
Elas report that 
the Elasian men 
are vicious and 
arrogant. The 
race is intensely 
warlike. A warrior 
mentality is 
evident from the 
dohlman down 
to the lowliest 
member of society. 
Elasians have 
little time for the 
niceties normally 
associated with a 
civilized culture. 
Men and women 
alike are known 
to carry weapons. 


Troyians are polite 
and perfectly 
suited to diplo¬ 
macy. Troyian 
Ambassador Petri 
demonstrates his 
race's good will 
by adopting the 
Elasian custom 
of bowing to the 
dohlman when 
she is beamed 
aboard the 
U.S.S. Enterprise. 


Government 


The dohlman serves 
as a royal figurehead, 
and while greatly 
respected, the 
important planetary 
decisions are made by 
the Council of Nobles. 
Elasians are tall and 
imposing humanoids, 
with bronze-colored 
skin and dark hair. 


harsh. For example, 
showing disrespect 


Starship Ion 


^ The semi-barbaric 
^ Elasians who 
guard the dohlman wear 
brightly-colored personal 
armor and sport daggers, 
while leaving much of 
their body bare. 


^ The humanoid Troyians, 
3 with their blue-green skin 
and copper-tinged white hair, 
live under a monarchy and 
enjoy a cultured lifestyle. 

They consider the people of 
Elas to be uncouth barbarians. 


| Government 

A monarchial society, 
Troyius is governed 
by an overall ruler 
and their tribunal. 

Characteristic! 

Troyians are blue¬ 
skinned humanoids 
with silvery white 
hair, streaked in a 
light copper color. 

Customs 

Culture and civility is 
very important to the 
Troyians. They appear 
to go out of their way 
to be polite. 

j Starship log 

STAR TREK: The 

Original Series 
‘Elaan of Troyius’ 
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□ In 2268, Elas is ruled 
by the spoiled and 
arrogant dohlman, Elaan. 
She is not looking forward 
to her arranged marriage 
to the Troyian ruler, even 
though it may bring peace 
to her people. 


The scientific 
resources of a 
starship, and the 
medical expertise 
of Dr. Leonard 
McCoy, produces 
a cure for the 
Elasian female's 
toxic tears. 

The dohlman of 
Elas opposes her 
marriage to the 
ruler of Troyius, 
but she is over¬ 
ruled by Elas's 
Council of Nobles. 
Elaan claims she 
will never forgive 
them for putting 
her through such 
torture. 


also have a vested 
interest in sabotaging 
the Federation's rapport 
with Elas and Troyius. 

En route to Troyius, 
the Kiingons attack the 
Enterprise , after Kryton 
has sabotaged the engines, 
to secure their claim to 
this system. Fortunately, 
Commander Spock 
identifies the stones of 
Elaan's necklace as dilith¬ 
ium, and Chief Engineer 
Scott uses the crystals 
to restore power to the 
ship, driving away the 
Kiingons. The Enterprise 
successfully transports 


H . JBlrl The Kiingons attack the U.S.S. 

7 flBj ENTERPRISE in a bid to stop 

Wf. .. Elaan's wedding from taking place. 

propulsion units, but confident of his ability to 

their science takes second withstand the pain, 
place to developing their The women of Elas are 
fighting skills. When touring equally deadly. Their tears 
the Enterprise's engine 
room, the Elasians are 
only interested in how the 
starship is used in combat, 
dismissing the engines 
as being the concern of 
"mechanics and menials." 

Their savagery is demon¬ 
strated when the Elasian 
Kryton is discovered 
sabotaging the Enterprise's 
antimatter units by an 
engineer: Kryton does 
not hesitate to snap the 
crewman's neck. After his 
capture, the Elasian boasts 
his people's interrogation 
techniques are far more 
excruciating than those of 
the Federation, and he is 


of civility they dismiss 
their planetary neighbors 
as barbarians. This is 
evident when Troyian 
Ambassador Petri 
describes the dohlman 
of Elas as "the thing 
most hated and feared 
by my people, our most 
deadly enemy." 


the dohlman of Elas to 
Troyius, ensuring the start 
of a new peace between 
the two worlds. 


Like the Troyians, the 
people of Elas look at 
their planetary neighbors 
with disgust, regarding 
them as weak, and 
comparing them to pigs. 
The Elasians are fierce 
bronze-skinned humanoids 
who pride themselves on 
their warrior heritage. 

Elasian technology 
has developed nuclear 


Not all of the Elasian 
nobles are in favor of 
peace with Troyius. 

Kryton, who hopes to 
wed Elaan himself, will 
go to any means necessary 
to prevent the wedding 
from taking place. To this 
purpose, he allies himself 
with the Kiingons, who 


□ Chief Engineer 

Scott restores pow 
to the ENTERPRISE'S 
engines using the raw 
dilithium crystals in 
Elaan's necklace. 


The Kiingons provide 
Kryton with the know¬ 
ledge he needs to sabotage 
the ENTERPRISE'S warp 
engines making the ship 
vulnerable to attack. 




OTHER CARDS 
IN THIS FILE... 

79 THEKOHMSAND 
THE YANGS 

92 THEBREKKIANSAND 
THE ORNARANS 


SEE OTHER 
FILES... 

STAR TREK: 

The Original Series .File 68 


a By Troyian standards, Elasian manners are 
barbaric. It is important for Elaan to learn 
Troyian customs, however, if they are to accept 
her. Kirk reluctantly takes on the responsibility 
of teaching Elaan to act more like a suitable bride. 

^ Elaan infects Kirk with her Elasian tears and 
o their unique biochemical substance. At first, 
the captain falls deeply in love with the dohlman, 
but he is cured by his sense of duty to the 
ENTERPRISE and his mission. 
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FUNCTION AND USE OF THE HOLOSHIP 


O To complete the simulation of the Ba'ku 
village, the deck of the HOLOSHIP lacks 
any safety protocols, making phaser fire as 
deadly as it is in 'reality.' 


The hdeiatm Holoship Is a product of a covert Staifleet-Son’a mission to 
relocate the peaceful Ba’ku villagers from their homeuiorld in the Briar Patch to 
another planet. The technologg allours the colonists to he transported offuiorld. 


I n 2375, Lt. Commander Data, of the 
U.S.S. Enterprise NCC-1701-E is temporarily 
assigned to a Starfleet-Son'a duck blind 

mission on the Ba'ku colony world. During 
the mission the android officer accidentally 
discovers a Federation Holoship hidden 
just outside the Ba'ku village. The vessel is a 
perfect example of Starfleet design flexibility, 
as it combines a number of differing techno¬ 
logies in its production, but the triumph of its 
creation is darkly overshadowed by the sinister 
purpose it is intended to carry out. 

Unusually for a Starfleet vessel, the exterior 
of the Holoship does not display any kind of 
identifying marks or registry number, although 
this anonymity may deliberately mask the ship's 
covert function. In common with Federation 
transport ships, the Holoship does not have 
its warp engines attached to pylons away from 
the main hull of the vessel. Instead, its twin 
engines are mounted flush with the sides of 
the wide, relatively flat single piece body and 


protrude only slightly from their forward 
position. When active, the front of the nacelles 
glow red during impulse drive, while the sides 
and rear of the engines issue a blue light similar 
to those seen on earlier Starfleet vessels. 

Nondescript features 

The rear of the ship has an angled stern, and 
the bottom section may contain some form of 
loading ramp. The vessel is finished in a. typical 
Starfleet flat gray, and one of its most striking 
features is its total lack of exterior windows. 

The only visible viewport is situated on the 
sloping upper side of the bow, allowing the 
occupants of the small bridge a limited view of 
exterior space. The control area for the Holoship 
is reached through a small set of double sliding 
doors leading to its cavernous interior. This 
section is dimly illuminated by a lighting system 
mounted in a latticework ceiling, throwing a 
strong shadow over the area's operatives. A 
number of steps lead up to a control chair and 


O The HOLOSHIP's cloaking device sends 
out neutrino emissions, which can be 
detected by a tricorder. These emissions 
give away the location of the vessel. 


O The Federation ship is accessed via two 
large double doors on its starboard side. 
These can be opened by a tricorder, to reveal 
the Ba'ku village simulation within. 


O The defenses of the HOLOSHIP appear 
to be minimal; the vessel can easily 
be held by a tractor beam. Its 14 long-range 
transporters can also be locked and secured 
from the bridge of the SON'A MISSION 
SCOUT SHIR 


O The HOLOSHIP is advantageously hidden 
in a lake just outside the Ba'ku village, 
allowing engineers to carry out modifi¬ 
cations to the ship without being noticed. 


O Lt. Commander Data reports that he 
made a discovery on the surface of the 
Ba'ku colony world that caused his ethical 
subroutines to override his programming. 
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FEDERATION STRRFLEET 



O The HOLOSHIP's program can be 
disengaged like any holodeck via a 
verbal command. This reveals the true 
interior appearance of the vessel. 

a viewing window, a narrow rectangle of 
transparent material separated by three thin 
support struts. 

Even though the overall look and design of 
the Holoship is unremarkable, the modifications 
made to it by Starfleet engineers are very 
unusual. The large interior space making up the 
majority of the huge hold has been fitted with 
an elaborate series of holographic projectors. 
These serve to recreate any environment or 
situation through the manipulation of photons 
and forcefields. Rows of square plates make up 
the smooth deck, helping to give the occupant 
an accurate illusion of endless movement. 

No room for error 

The Holoship has been designed to house 
at least 600 people, so the vessel's holodeck 
dimensions have to be significantly larger. 

The overall height runs at around eight meters, 
allowing the entire Ba'ku village to be recreated 
with total authenticity. Reproducing such a 
detailed environment obviously takes time, 
and one mistake in programming, or a break¬ 
down in a transmitter, will quickly reveal the 
true nature of the holodeck. In areas that do 
break down, the image appears to have a hole 
punched inside it and the transmitter array can 
be clearly seen either on the ceiling or walls. 

The image projectors consist of a number 
of small white light sources, and are mounted 
on a series of supports that form a set of rows 
and columns, all working together to provide 
an integrated and seamless three-dimensional 
environment. When operating correctly, the 
projectors should produce an image so realistic 
no one brought into it by the ship's 14 long- 
range transporters would ever suspect 
they are not in their actual world. Even if 



O To give an unlimited scope of vision 
while its program is activated\ the 
HOLOSHIP interior has a lattice of image 
projectors on the ceiling and walls. 

the occupants do realize they are on a ship, 
the transporters can be locked out and secured. 
A thorough knowledge of the ship's systems, 
however, allows an operative to reroute a 
transporter's command sequence through 
the auxiliary command processor and then 
activate the device. 

Technological basis 

The holodeck builds on existing Starfleet 
technology to create its required illusion. The 
cloaking system used to hide the Holoship on 
the Ba'ku colony world takes Federation duck 
blind technology one step further, although 
Starfleet does not usually equip its vessels 
with such systems. The even black background 
of space makes the cloaking system highly 
effective when the ship is stationary, or 
traveling at sublight speeds. The large size and 
angular exterior of the Holoship means that its 
reflection of a surrounding environment is less 
effective when situated on a planet, so it has 
been further adapted to function underwater 
while cloaked. This allows the ship's engineers 
to refine the programme while it is completely 
hidden from the view of the Ba'ku villagers. 

The cloaking device does, however, give off 
a detectable short range neutrino field that 
can give away its presence. As the ship is 
Federation in origin, a Starfleet tricorder can 
be used to activate the two large double doors 
on its starboard side that lead out to a wide 
entrance platform. On entering the holodeck, 
the occupant can end the programme with a 
simple verbal command. The external cloaking 
device can also be deactivated without having 
to use any command or authorization codes, 
although care has to be taken within its 
confines as the standard holodeck safety 



O The Ba'ku village simulation is not 
quite finished. The metal lattice of 
the holodeck image projectors still shows 
through areas of the roof. 

protocols have been removed, presumably 
to make the program more authentic. This 
means that disruptor and phaser fire are 
as lethal as they would be in the real world. 

The Holoship represents a significant 
blending of technologies, although its 
usage leads to controversy and conflict within 
Starfleet itself. The original plan, proposed 
by the Son'a and approved by the Federation 
Council, is to transport the Ba'ku villagers into 
a perfect holographic representation of their 
village while they are sleeping. The Ba'ku will 
then be moved to another world and relocated 
in a similar environment - all the while being. 
unaware that they are on board a spacefaring 
vessel. This leaves the Son'a free to harvest 
the metaphasic radiation resident in the 
Ba'ku colony world's rings. Even if the Ba'ku 
discovered this deception and protested, they 
would not be able to return to their planet, 
which would now be uninhabitable due to 
the thermolytic reaction caused by the 
Son'a Collector Ship . 

Neons justify the end 

This plan would seem to go against the 
Federation's fundamental nature, but the argu¬ 
ment put by Admiral Matthew Dougherty is 

a simple one: the Ba'ku are not indigenous 
to the planet, and their removal will benefit 
billions within the Federation through meta¬ 
phasic technologies. It is unfortunate that it 
is eventually revealed that the entire plan has 
been conceived because of the Son'a's need 
for revenge. Starfleet expends considerable 
time and resources developing what they see 
as a benign method of relocation when all 
their partners want is the destruction of the 
relatives they blame for their pain and suffering. 



The Son'a crew realize that they 
have been transported on board the 
HOLOSHIP when parts of the holodeck 
grid show through the simulation. 


ELABORATE ILLUSION 


^ Ahdar Ru'afo fires a disruptor at the 
wall and reveals a large section of the 
HOLOSHIP. Everything he has seen for the 
past few minutes is an illusion. 


The Federation Holoship is designed to relocate the Ba'ku from 
their planet, but Captain Picard cleverly uses it against their 
would-be abductors, the Son'a, instead. He is able to reprogram 
the Holoship to simulate the interior of Ahdar Ru'afo's ship, and 
the Son'a crew are then transported from their vessel to the 


Holoship while they are resetting their shields. Distracted by 
their work, they do not notice the switch. The simulation is so 
perfect that Ru'afo continues to order the launch of the injector 
assembly to harvest the metaphasic rings from the Ba'ku planet 
and is temporarily fooled into believing his plan has succeeded. 


4X\ Captain Picard takes command of 

Ru'afo's ship. He orders the HOLOSHIP 
to be decloaked and engages a tractor 
beam around it. 
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O The crew of the U.S.S. VOYAGER NCC- 
74656 are astounded by the sight of 
14 BORG CUBES approaching from behind 
at an immense speed. 

are able to operate at lower atmospheric 
pressures than most known biological 
life forms. 


T he Borg cube , the vessel most often 
favored by the Borg collective, has 
an unusual hull design that dispenses 
with the flowing, aerodynamic configur¬ 
ations chosen by most other races 
throughout the Galaxy. In keeping with 
the vessel's exterior functionality, many 
of the cube's systems, including life support, 
differ from those found aboard more familiar 
Starfleet vessels. For instance, the cube does 
not have the familiar bulkheads or pressure 
doors found in most starships; instead, the 
decentralized power and life support systems 
operate forcefields that provide overall or 
localized atmospheric containment as required. 
It should be noted, however, that Borg drones 


As each of the six faces of the Borg cube 
is broadly identical, there is no true fore, aft, 
ventral, dorsal, port, or starboard, as one would 
expect to find on. a Starfleet vessel. Systems 
are spaced equidistantly about the exterior on 
all six faces; these include 240 programmable 
sensor arrays, 24 tractor beam emitters, and 12 


THE 

BORG CUBE 


First 

encountered: 2365 

Width: 2000m 

Height: 2000m 

Length: 2000m 

Variations: Smaller 

cubes operate as 
scout ships. 

Speed: Cruising 

speed warp 8; maximum 
speed warp 9.99. 
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has buift-in ‘gravity, 
inertial dampening, 
and radiation .* 
forcefields on 
all decks. 


The CUBE is 
equipped with 
24 tractor beam 
emitters in total. 
The emitters are 
embedded in all 
six of its faces. 


Weapons include torpedoes, cutting 
beams,‘Shield depletion pulses, and 
charged particle beams. „ 






















O ln an effort to retrieve Captain Picard 
from a BORG CUBE, the ENTERPRISE 
undertakes a two-pronged attack. 

construction utilized by the Borg is that cubes 
are incredibly difficult to disable using standard 
weapons such as Starfleet phasers and photon 
torpedoes; theoretically, all major systems 
including engineering, weapons control, and 
life support can continue to function when more 
than 80 percent damage has been sustained 
to the cube's systems. Modifications and 
repairs to transporters, replicators, and 
any other systems, can be performed almost 
immediately. These methods can also be used 
to create and upgrade the cube's defensive 
and offensive weapons systems, as the Borg 
encounter and assimilate new species into 
their collective consciousness. 

The cube has integral artificial gravity, inertial 
dampening fields, and radiation forcefields 
in operation on all decks. Power conduits are 
placed throughout the ship and noded together 
in large groups to continue to provide power 
in the event of heavy shipwide damage. 


O An attack by the U.S.S. ENTERPRISE NCC-1701-D 
is unable to cause sufficient damage to disable 
the BORG CUBE present in System J-25. 

powerful focussed neutron beams capable of 
cutting through the hull of any Federation ship. 

Multiple warp field conduits are located 
diagonally along all external surfaces, allowing 
the cube to travel in any direction. The warp 
drive used by the Borg appears to be more 
advanced than any yet developed by the 
Federation, allowing an average cruising speed 
of warp 8, and a maximum speed of warp 
9.99 r In addition, the cube is fitted with an 
impulse drive; hydrogen and other interstellar 
gasses can be electromagnetically collected 
and processed for use as fuel in auxiliary power 
systems and impulse engines. At least some 
vessels are able to open transwarp conduits 
that allow virtually instantaneous travel 
between the different quadrants of the Galaxy. 

The cube is equipped with 36 programmable 
weapons arrays, also imbedded at regular 
intervals across its entire hull. These vary from 
energy beams similar to Starfleet's phasers, 
to photon torpedo armaments; each weapons 
system can be quickly reconfigured to adapt to 
changing conditions, such as the rotation of an 


The ENTERPRISE is unable to 
outrun the BORG CUBE when 
its weapons prove ineffective. 

opponent's shield harmonics. The 24 tractor 
beam emitters located across the hull are able 
to hold multiple targets at any one time, per¬ 
haps immobilizing an alien starship while the 
neutron 'cutting' beams extract sections of 
its hull for analysis prior to assimilation. New 
weapons can be created within minutes of 
inception. 


The Borg cube and its population of drones 
are continuously attached to a subspace 
network. This allows for an immensely fast 
degree of processing, enabling the collective to 
adapt extremely quickly to new situations. The 
technical superiority possessed by the Borg is 
not, however, without its weaknesses. Follow¬ 
ing Captain Jean-Luc Picard's assimilation into 
the Borg collective and subsequent retrieval 
in 2366, Enterprise crew members are able to 
destroy a Borg cube with a simple instruction 
that effectively sends its entire crew to sleep. 

Since that time, Starfleet has had the 
opportunity to develop new, more sophisticated 
weapons to combat Borg cubes , such as 
quantum torpedoes and the Defiant-class 
of starship; nevertheless, when the U.S.S. 
Defiant NX-74205 engages a Borg cube in 
battle for the first time in 2373, it is swiftly 
overpowered, along with a number of other 
Starfleet vessels - evidence that the Borg's 
assimilation of alien "biological and 
technological distinctiveness" has enabled 
the collective to remain ahead of its opponents. 
Only the actions of Captain Picard, who has 
retained a residual link to the collective since 
his assimilation, results in the destruction of the 
cube. This encounter does, however, reveal a 
previously unknown feature of the vessel: as 
the cube is consumed by explosions, a circular 
portal opens on : one side of the immense ship, 
releasing a smaller, spherical Borg craft. This 
vessel has been successfully protected from 
damage, possibly due to the fact that it was 
contained deep within the cube. 

* Captain 

Janeway is 
transported 
aboard a BORG 
CUBE in 2373 - 
She materiaiizes 
in a cavernous 
chamber an d then 
converses with the 
disembodied voice 
of the collective. 


vessel's defenses are just as 


impressive: 

multiple shield emitters can be independently 
configured as soon as weapon types and 
frequencies are determined. A charged particle 
beam can jam all transmissions and destroy 
unshielded computer components, and the 
cube also features a shield depletion pulse 
which creates powerful pulses of trillions of 
watts. This pulse is absorbed by the enemy 
vessel's shields, weakening them with every 
blast; three such strikes are effective enough to 
disable the defenses of a Galaxy -class starship 
and swiftly render its engines inoperable. 

The major advantage of the decentralized 


In 2373, the crew of the U.S.S. Voyager 

NCC-74656 discover a large field of debris 

made up of the remnants of Borg cubes. |jr ■ 

Investigation reveals that these Borg had 

attempted to assimilate the inhabitants . 

of fluidic space, life forms they refer to as dj| 

Species 8472. The attempt fails and the 
Borg retreat to the Delta Quadrant, but 

Species 8472 follows them. Only an alliance * 

with Voyager provides the collective's 

salvation - modified nanoprobes are used Species 8472's BIO- 

to deter Species 8472 from further attacks. SHIPS utilize immensely 

powerful energy weapons to 
’•T'v . swiftly decimate the BORG 

‘ rTA CUBES. The shields provide 

( . little protection. 


The crew of the U.S.S. 

VOYAGER are shocked 
to discover the aftermath of 
an attack by Species 8472 
on a fleet of Borg vessels. No 
CUBES are left intact, but 
several drones remain active 
in atmospheric pockets amid 
the debris. 
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PERSONNEL FILES 



When Riker has an affair 
with the ruler of Angel 
One, he takes on the 
submissive role typical 
of her world's males. 


Enterprise NCC-1701-D 

is negotiating the release of 
Federation civilians on the 
female dominated Angel 
One, Riker romantically 
involves himself with 
Beata, the planet's leader - 
taking on a submissive 
role in accordance with 
her society's customs. This 
brief encounter ends when 
the Enterprise is successful 


Riker is attra¬ 
cted to Carmen 
Davila, but she 
is tragically 
killed by the 
Crystalline 
Entity on 
Melona IV. 


Riker is deeply attracted to 
Soren, and risks his Starfleet 
career to defy the J'naii's 
cultural taboos. 


Riker and Ro Laren get off The devious Ktarian 
to a shaky start, but later agent Etana Jol 
believe themselves to be seduces Riker when 
romantically involved while he takes shore leave 
suffering from amnesia. on Risa. 


± Commander William Riker enjoys 
the company of women, whether it 
be in the line of duty, in casual encounters, 
or just platonic relationships. His one 
enduring long term romance, however, is 
with Deanna Troi, the Betazoid counselor 
of the U.S.S. ENTERPRISE NCC-1701-E. 


Riker and Romance 

Commander Will Riker is mell knoiun in Starfleet as an exemplary first officer. 
He is, homever, equally mell knoiun as a ladies' man. Riker Has enjoyed many 
dalliances mith members of the opposite sex. 


W hen it comes 

to women, Will 
Riker is sure 
of what he wants. 
His ideal partner 
is beautiful, 
intelligent, and 
confident. Conversation is 
important to him, and no 
woman would be complete 
without a sense of humor- 
she has to be willing 
to laugh at his jokes. 

Riker's only long-term 
relationship has been with 
the Betazoid Deanna Troi, 
but over the years he has 
had many brief liaisons. 

The commander has made 
no secret of the fact that 
his career comes before his 
personal life, and as a result 
not all of his short affairs 


have ended entirely 
amicably. 

Riker is attracted to a 
wide variety of women. 

He has formed relationships 
with females from several 
alien races and even tried to 
woo an android, Lai. When 
it comes to females of his 
own species, however, the 
commander expresses a 
preference for sultry, dark¬ 
eyed brunettes. 

In tbe line of duly 

At least once in his 
career, Riker has initiated 
a romantic relationship 
in order to accomplish 
a mission, but he never 
lets his personal feelings 
distract him from his duty. 

In 2364, when the U.S.S. 


PROFILE OF R 


LADIES' 


Her 

has no prejudices loiuard females 
of alien races, butmhen if comes 
fo dating human ruomen he tends 
to be attracted to brunettes. 

Commander 

Riher indulges in many romantic 
encounters. For example in 2364. 
he falls for an enhanced holographic 
character; in 2366. he falls for on 
Rcomarian assassin; in 23G7, the 
commander risks his career by hav¬ 
ing an affair mith a J'naii; in 2368. 
Riker has a holiday romance mith a 
devious Ktarian operative, Etana Jol. 
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The Malkorian nurse Lanei makes 
advances on Riker as she wishes 
to have an affair with an alien. 

when he has a forbidden affair 
with the androgynous J'naii 
known as Soren. The two develop 
an emotional bond when they 
are paired together for a rescue 
mission, and embark upon a 
romance. Unfortunately, this type 
of relationship is considered a 
crime in J'naii society and Soren 
is taken away for punishment. 

Riker risks his Starfleet career by 
violating the Prime Directive in an 
attempt to rescue her, but he is 
too late and she is reprogrammed 
to ignore her female-oriented 
feelings. This sad end to the 
relationship leaves Riker 
depressed for some time. 

In spite of the number of 
romantic relationships Riker has 
enjoyed, it seems that Deanna 
Troi is the woman to whom his 
heart truly belongs. In 2375, the 
rejuvenating properties of the 
Ba'ku colony world lead Riker 
to renew his romantic relationship 
with the beautiful.counselor. 
Whether their feelings will continue 
once the couple leave the planet 
is uncertain, but Riker's hope that 
it will suggests that this is one 
relationship he has no desire to 
see come to a swift end. 


Riker admits to developing 
true feelings for the 
holographic Minuet. 


Commander Riker is attracted to 
Yuta, little realizing that she is 
actually an Acamarian assassin. 


"Great job. boys. But computer... blondes and 
jazz rarely go together." 


-Hill Rite lo the Opts 


in removing the Federation 
contingent from the planet. 

In 2366, Riker is attracted 
to Yuta, an Acamarian .Riker 
makes his feelings for her known, 
but is forced to kill her when it is 
discovered that she is an assassin 
attempting to murder Chorgan, 
the leader of the Gatherers. 

In 2368, 

deception plays 
a part in another 
relationship when 
Riker meets a 
Ktarian agent, 


★ Feisty 


Riker is attracted to a 
feisty Bringloidi female, 
Brenna Odell, in 2365. 


LONG-TERM RELATIONSHIP 


Lovers and friends 

Will Riker and the U.S.S. 
Enterprise's Counselor 
Deanna Troi first met and fell 
in love during Riker's extended 
posting to Troi's homeworld 
of Betazed. Their relationship 
faded when Riker left Troi to 
continue climbing the Starfleet 
career ladder. In 2364, the 
couple are reunited on board 
the Enterprise and, after an 
initial period of awkwardness, 
continue to be firm friends. 
Their relationship is very 
close at times, but their duties 
prevent a more permanent 
commitment. Troi will still 
occasionally call Riker 'Imzadi/ 
however, a Betazoid term 
meaning "beloved." In 2375, 

11 years after being posted 
to serve aboard the same ship, 
they resume their romance 
while visiting the Ba'ku 
colony world. 


Etana Jol, on Risa. During a 
few fun-filled days in which the 
two share a brief romance, Jol 
introduces Riker to a psycho- 
tropically addictive game which is, 
in actuality, a means by which the 
Ktarians intend to take over the 
Federation. Needless to say, their 
holiday romance does not continue. 

In 2368, Riker is attracted to an 
engineer named Carmen Davila. 
Unfortunately, she is killed when 
the Crystalline Entity attacks 
her colony on Melona IV. 

Perhaps the strangest of Will 
Riker's liaisons is with Minuet, a 
holographic character created by 
the Bynars. In 2364, during a refit 
of the Enterprise's main computer, 
Riker spends some shore leave in 
the holodeck. Minuet is created 
in response to his request for 
companionship in a simulation of a 
New Orleans jazz club; the Bynars 
design the holographic woman to 
intuitively anticipate Riker's desires 
and thus keep him occupied while 
they hijack the Enterprise. 

Rliuaqs on his mind 

Minuet is later erased from 
the holodeck computer, and Riker 
admits he will miss her. Indeed, 
she stays in his memories to such 
an extent that three years later she 
is cast as his late wife in a fantasy 
reality created from his memories. 

One of the few times Riker has 
been prepared to put love before 
his career takes place in 2367, 


Good friends 

Riker and Troi suppress 
their past feelings for 
each other while 
serving together on 
board the ENTERPRISE. 
They instead maintain 
a relationship of just 
good friends. 


► fl phase 

Ambassador 
Lwaxana Troi, 
Deanna's mother, 
also sets her 
sights on her 
daughter's former 
lover while going 
through the 
phase, a condition 
affecting middle- 
aged Betazoid 
women. Riker 
proves to be an 
unwilling recipient 
of her affections. 
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★ Dangerous fantasq 

In 2365, Mauna Apgar fantasizes 
about Riker, and accuses him of 
killing her husband. 
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Odo and Hira Nerus 



his job. She persuades 
the Bajoran provisional 
government to insist 
that Odo is taken along 
on an exploratory visit to 
the Gamma Quadrant in 
search of the Dominion. 
The subsequent discovery 
that the Founders - the 
rulers of the Dominion - 
are Changelings tests Odo's 
relationship with Kira. Their 
friendship remains firm, 
however, even when the 
Dominion declares war on 
the Alpha Quadrant. Odo 
is happy to have found his 
people, but he is not willing 
to leave Kira. 

Odo confesses his 
love later that same year 
to a Founder who has 
secretly assumed Kira's 
shape. Believing they are 
about to die together on a 
moon in the Badlands, Odo 
tells 'Kira' that he will never 


conform to standard 
Starfleet procedures. 

In 2371, when Odo is 
demoted by Starfleet, 

Kira staunchly defends her 
friend's ability to perform 


Odo first admits his love for Kira to a 
Founder who takes her form and pretends 
to be trapped in living rock. It is only 
much later that Odo confesses his love 
to the real Kira. 




Odo and Kira first meet in 
2365. Odo saves Kira from 
Dukat's executioners by 
accepting her declaration c 
innocence in a murder case 


Odo stands by while 
Kira pursues her affair with 
Shakaar, even guarding them 
both during the First Minister's 
visits on the station. 


± Kira Nerys and Odo have a great 
respect for each other and their 
differing backgrounds. Throughout their 
long friendship, Odo fully supports Kira's 
Bajoran faith even before they become 
intimate, while she encourages him to 
search out others of his kind. 


From adversaries to friends and eventually to lovers, [lie Changeling Odo and 
[tie feisty Bajoran Kira Nerys have run [he gamut of relationship uioes. Through 
good times and bad, these turn remain fast friends. 


T 

I he auspicious first 
| I meeting between 
H Odo and Kira Nerys 

j I occurs in 2365, 

I on the Cardassian 

; I space station Terok 
I Nor Kira is accused 
of murdering the chemist 
Vaatrik, and the shape- 
shifter is called on by Gul 
Dukat to solve the mystery. 

Under questioning, Kira 
admits to acts of sabotage 
on board the station, but 
claims she is not guilty of 
murder. Odo prides himself 
on being able to accurately 
read 'solids,' and accepts 
her word. The efficient 
constable does not report 
Kira as a saboteur either, 
and justifies this decision 
by the fact that she is not 
guilty of the crime he was 
told to solve. It is not until 
2370, when the two have 


been colleagues on Deep 
Space Nine for a year, 
that Odo discovers Kira did 
indeed murder Vaatrik. The 
major claims she wanted to 
tell Odo the truth a hundred 
times, but was afraid it 
would ruin their friendship. 

Colleagues 

When the Cardassians 
leave Bajor and the 
Federation arrives, Odo 
works side by side with 
Kira and finds they have 
more in common than he 
first realized. Kira is not 
aware, however, that the 
shy Changeling has fallen 
completely in love with her. 
As first officer and Bajoran 
liaison to Deep Space Nine, 
Kira fully approves of Odo's 
methods for keeping peace 
on the station, even if his 
unorthodox style does not 


PROFILE ON 


The Bajoran Kira Nerys 
and the Changeling Odo first meet in 
23G5. on board MJIfor.Odo is the 
station's chief of security and is 
investigating a murder case in 
[Dhich Kira is the prime suspect. 

When Terok Nor is 
turned over to the Federation, the 
constable and the major become 
colleagues. 

Odo and Kira become firm 
friends, and find they have much 
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their friendship emerges stronger 
than ever. 

In 2375, a hoiosuite character, 
Vic Fontaine, finally helps Odo 
to shake off his emotional reserve 
and confess his love to Kira. Vic 
has Odo roleplay with holo-females 
to boost his confidence, and later 
tells the constable that a holo-Kira 
awaits him for a date. Odo admits 
his true feelings to her, little 
realizing that Vic has invited the 
real Kira. The two friends become 
lovers, and Odo takes great delight 
in surprising Kira with gifts such 
as Rigelian chocolates, when 
he has been away from the 
station for a day. 


Kira tries to remain 
strong when there 
seems little hope of 
curing Odo of the 
Founders' disease. 


Odo practices approaching Kira 
on a hoio-version of the major, 
provided by Vic Fontaine. 

holds even more dear than his 
beloved Kira. At the end of the 
Dominion war, Odo promises the 
female shapeshifter he will rejoin 
the Great Link to cure his race of 
a genetically engineered disease - 
providing the 
Dominion 


surrenders. Kira understands 
that Odo must return to save 
his people; she fought for Bajor's 
freedom, and appreciates the 
necessity of putting the greater 
good above one's own interests. 
She asks Odo if she can take him 
home and watch him cure his 
race, before they say goodbye 
for the last time. 


Kira is with Odo when he finds 
his homeworld and learns that 
the Founders rule the Dominion. 

leave her. The deception is 
revealed when Odo becomes 
suspicious of 'Kira's' reciprocated 
feelings. She reveals her true form, 
and informs Odo that the Founders 
are curious about his reasons for 
remaining with the solids, particu¬ 
larly Kira. After escaping with the 
real Kira, Odo decides to continue 
to keep his love secret. 


In 2375, Odo encounters 
another foundling Changeling, 

Laas, and is transfixed by the 200- 
year-old being's experiences. Odo 
is tempted to explore the Galaxy 
with Laas, searching out other 
foundlings, but decides instead to 
remain with Kira on the station. 

Eventually, however, it transpires 
that there are some things Odo 


Vic Fontaine plays match¬ 
maker to Odo and Kira, 
and the couple seal 
Ik rix their romance 
4 with a senti- 
mental 

Hi. ballad. 


Odo suffers silently throughout 
Kira's relationships with Vedek 
Bareil and with Shakaar Edon. 

The constable is convinced the 
major will not reciprocate his 
love, and realizes his feelings for 
her could interfere with his job. 

He adopts an emotional detach¬ 
ment while still trying to remain 
a constant friend. 

Kira first learns the depths of 
Odo's feelings for her two years 
later, from his alternate future self 
on Gaia. Haunted by 'his' Kira's 
death, the future Odo changes 
history, sacrificing the entire Gaia 
colony to ensure her survival. 

That same year, however, Kira and 
Odo's friendship is sorely tested 
when the Dominion seize control 
of Deep Space Nine. Kira is 
frustrated by Odo's diplomacy, 
while her formation of a resistance 
cell annoys him. The female shape- 
shifter overseeing the invasion 
force links with Odo, causing him 
to doubt his feelings for Kira and 
his loyalty to his 'solid' friends. Kira 
feels that his actions have betrayed 
not only her, but the entire Alpha 
Quadrant. This rift between them 
heals after Deep Space Nine is 
retaken by the Federation; Odo and 
Kira discuss their differences during 
Jadzia Dax's prenuptial party, and 


WELL-MEANING ADVICE 


Of all people, it is 
DEEP SPACE NINE'S 
Ferengi barkeep 
Quark who figures 
out Odo's romantic 
dilemma, long before 
the Changeling even 
admits his feelings 
for Kira to himself. 


Odo receives some 
advice on his love life 
from a strange source. The 
Ferengi Quark is the first to 
observe that the constable 
is in love with Kira IMerys: 
he notices Odo's disapp¬ 
ointment when Kira leaves 
a reception, held on board 
the station, with Shakaar 
Edon. Later, Quark hears 
a disturbance in Odo's 
quarters and discovers 
that the Changeling has 
wrecked the room in a fit 
of jealous rage. The Ferengi 
advises Odo to either tell 
Kira how he feels, or to 
forget about her and get 
on with his life. 

Odo also has a close 
relationship with Lwaxana 
Troi. The Betazoid realizes, 
however, that he loves 
Kira and not her. 


Lwaxana Troi 
does not need 
her empathic skills 
to realize Odo's 
unrequited love 
for Kira. When Odo 
marries Lwaxana 
to help the 
Betazoid secure 
sole custody of 
her unborn child 
from her husband, 
Jeyal, she knows 
his heart belongs 
to Kira. 
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The actual launcher of the weapon 
consists of a large cylindrical muzzle. 


The rear of the unit 
balances out the weight 
of the entire weapon. 

It comprises a series 
of horizontal and 
cylindrical canisters. 


The curved shoulder mounting is padded 
with black material on its underside to make 
the weapon more comfortable for the user. 


The isomagnetic disintegrator 
is constructed of a strong but 
lightweight alloy. 


The targeting sight sits in front of the 
user's left eye when the disintegrator 
is placed on their shoulder. 


Iheif enemy, in potential danger. 


T he United Federation of Planets 

practices a strict policy of non-aggression 
in its dealings with other races; nonethe¬ 
less, it recognises the inevitable fact 
that certain situations necessitate the 
deployment of defensive and offensive 
weaponry. Starfleet vessels of all classes 
are equipped with the most up-to-date phasers 
and torpedoes, but often there is still a need for 
ground troops to engage in surface action in 
order to secure a mission objective or protect 
Federation property. 

In addition to small arms, typically charact¬ 
erized by phaser pistols and rifles, larger 
weapons capable of delivering a significantly 
greater destructive payload have also been 
developed for use in ground-to-ground fighting. 
An excellent example of such a weapon is 
the isomagnetic disintegrator 
The isomagnetic disintegrator is similar 


At over one meter in 
length, the isomagnetic 
disintegrator is larger than 
the latest version of the 
Starfleet phaser rifle. 


in design to the old 
Earth bazookas used 
in many 20th-century 
conflicts. The weapon 
is considerably larger and 
more cumbersome than 
the most up-to-date version 
of the Starfleet phaser rifle, 
although it is stored in similarly 
sturdy Starfleet box containers when not in use. 

Caution required 

Shipped in units of 10, the disintegrators are 
highly dangerous and are usually only brought 
into play when a long-range tactical advantage 
requires the destructively explosive yield of its 
isomagnetic cartridges. The disintegrator is not 
a close-combat weapon. The detonation of its 
cartridges radiates outward and evenly in all 
directions; in confined spaces this would cause 


O Star- 
fleet's 

isomagnetic 
disintegrator 
is a powerful 
ground-force 
weapon, with 


WEAPON DEVELOPMENT 


W arMme PfOQfGSS The Federation has 

suffered many losses to the Borg and 
the Dominion over recent years, leading 
the normally peaceful organization to 
develop more powerful weapons, such 

as the isomagnetic disintegrator. This 
weapon proves its worth against Son'a 
forces on the surface of the Ba'ku colony 
world in 2375. 


Isomagnetic Disintegrator 

The isomagnetic disintegrator is a huge, handheld ineapon, used bq Starfleet ground 
forces. The exfremelq powerful ammunition it carries places the user, as mell as 




















EQUIPMENT AND TECHNOLOGY 
IsomagneNc Disintegrator 




O ln 2375, Worf uses the isomagnetic 
disintegrator against the Son'a on 
the surface of the Ba'ku colony world. 

The weapon proves useful in protecting 
the Ba'ku while they are being evacuated 
from their village. 

as much damage to Starfleet troops as the 
enemy, and its use is therefore restricted to 
open spaces. 

At more than a meter in total length, the 
disintegrator launcher consists of a wide caliber 
cylindrical muzzle, attached to a wider cylinder 
via a black circular collar. This in turn attaches 
to the raised section that houses the deeply 
curved shoulder mounting, which has a black 
padded material on its underside to make its 
positioning more comfortable for the operator. 
Directly behind this raised section is the 
counterbalancing rear of the unit, which has 
a series of horizontal and vertical canisters 
connected to a gently curving flat point at the 
back. The entire unit is constructed of a highly 
polished, lightweight, and strong alloy, although 
it is cut away on the top of the larger cylinder 
and to the right hand side to expose the inner 
mechanism of the weapon. 

The shape of the launcher makes it more 
awkward to carry than a phaser rifle, and the 
additional weight of its ammunition precludes 
it from being carried over long distances. It is, 



O The isomagnetic disintegrator is a heavy 
weapon, but carrying it presents no 
problem to the athletic Klingon officer, Worf. 


O The advan¬ 
tage of 

the isomagnetic 
disintegrator is 
that it is easy 
to target, load, 
and fire. Its user 
can also target 
long-range 
objects. 


however, possible for a trained operator to carry 
it over short distances on their right shoulder 
with the muzzle pointed down, or to hold it at 
waist height by the shoulder mounting and the 
forward grip. 


Easij to operate 

The disintegrator has an automatic loading 
mechanism and carries an internal magazine 
of shells within the larger cylinder. Connected 
to the underside of the forward barrel is a 
supporting bracket and grip, ergonomically 
designed to fit easily into the palm of the 
operator and long enough to give a steady aim, 
When a target has been spotted, it is a simple 
matter of securely holding the grip and raising 


the entire weapon to bear on the enemy, 
aiming through a simple, amber colored cross¬ 
hair sight attached to the left hand side of the 
larger cylinder. By bringing the left hand over 
the top to grip this cylinder, the unit is steadied 
even more and the disintegrator can track a 
moving target until it is time to fire. 

Isomagnetic charges are projected by 
depressing the trigger mechanism built into 
the front grip, releasing the bright purple 
missiles from the muzzle of the barrel with an 
explosive noise. The size of the charge leads 
to the weapon-recoiling, and while no exhaust 
gases are ejected from the rear of the unit it 
would be unwise for anyone to stand behind 
it when fired. A trained operator can anticipate 
this movement and lean into the weapon 
when firing, but there is still a kick into the 
shoulder when the shell is released. 

InsranTimpact 

Traveling extremely quickly, the charge 
detonates on impact with any surface and 
explodes with tremendous force, sending 
out a shockwave capable of throwing a 
large number of troops off their feet. A direct 
detonation will often completely destroy its 
target, so specific tactical techniques have 
been developed for the disintegrator. Used 
properly, the weapon can remove the threat of 
a numerically larger attacking force or destroy 
heavier weapons and fortifications. The most 
serious disadvantage affecting its use is that it 
is not a quick weapon to set up and use - the 
operator can present a large and static target 
for the few seconds it takes to ready, aim, 
and fire the isomagnetic disintegrator. 







A square, amber-colored cross hair 
is attached to the muzzle of the 
disintegrator. This helps the user to 
accurately target their opponent. 


H anaie wirn core The isomagnetic 

disintegrator is an extremely dangerous 
weapon, equipped with features that make 
it easy to use in the field. 


The front canister has a curved 
front grip which makes the 
weapon easier to balance. 


The metallic alloy casing 
does not cover the entire 
weapon, and in some 
sections is cut away to 
reveal the purple-colored 
missiles within. 


FRONT VIEW 
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STARSHIP LOG 


STAR TREK: THE NEXT GENERATION 


*'Redemption' 


Port I 


Lt. Wort finds tie tins to choose between bis Klingon heritage ond bis loyalty to Starfleet 
when members of the Duras family mount a challenge to Gowron s leadership of the Klingon 
High Council. Meanwhile, Captain Picard must fulfill bis duties as Arbiter of Succession. 


i 



CAPTAIN’S LOG 

STAROATE: 44995.3 


‘We're en route to the Klingon 
homeworld, where I will 
participate in the installation 
ceremony of Gowron, the next 
designated leader of the High 
Council. This visit should also 
provide an opportunity for one 
of my officers to correct a 
grave injustice." 





C aptain Jean-Luc Picard again 
assumes the role of Arbiter of 
Succession for the installation 
of Gowron as new leader of the 
Klingon High Council. Before the 
ceremony, Gowron warns Picard that 
the Duras sisters, Lursa and B'Etor, 
are gathering their own allies on the council. 

Lt. Worf, who has been granted leave 
from the U.S.S. Enterprise NCC-1701-D, 
meets with his brother Kurn and convinces 
him that they can only regain their family 
honor by staying loyal to Gowron. 

On Qo'noS, Gowron's succession is 
challenged by a young Klingon named 
Toral. Lursa and B'Etor are with the boy, 
and they insist that he is the true son and 
heir of their late brother, Duras; Picard 
will have to arbitrate on the matter. 

The captain rightly suspects that Lursa 
and B'Etor are in league with the Romulans; 
if he were to agree to Toral's appointment, 
he might be paving the way for a Klingon- 
Romulan alliance. Conversely, if he judges 
Gowron to be the rightful leader, the 
Duras family can use the involvement of 
a Starfleet officer as an excuse to stir up 
Klingon conflict with the Federation. 


Torol denied 

Picard eventually tells the High Council 
that Toral has brought no honor to his 
own people, and so Gowron must be made 
leader. Despite this judgment, many of the 
council openly stand alongside Toral. 


-4 


Worf boards the I.K.S. Bortas and offers 
Gowron military support. When the Klingon 



y Worf persuades Kurn to support Gowron 
c in the impending conflict with the Duras 
family - on condition that the chancellor 
restores honor to the House of Mogh. 


I Gowron comes aboard the U.S.S. 

1 ENTERPRISE prior to his installation 
as Klingon leader. He refuses to reverse 
Lt. Worf's unjust discommendation. 

„ young 
Klingon 

" who claims 

to be the 

•V ViitfiViT. 

~~7\ if :} Duras. Tests 

• ijl-1 ftlf ill • subsequently 

| ; f | ?! | ! confirm that 

jf - v he is indeed 

Duras's 

C_f__ - - _ rightful heir. 


m After carefully studying Klingon law, 
^ Captain Picard decides that Toral's 
leadership claim is invalid , a decision that 
naturally infuriates the Duras family. 




ARSHIP FACTS 


Guinan easily out-performs Worf on 
the U.S.S. Enterprise's phaser range. 


. ... 


vessel is suddenly attacked by forces loyal to 
the Duras family, Picard refuses to drag the 
Enterprise into a Klingon civil war by coming 
to Gowron's aid. Luckily, Kurn and his 
comrades arrive to protect the Bortas ; in turn, 
Gowron reverses Worf's discommendation. 

Gowron and Worf later try to enlist Picard's 
help, but the captain is adamant that this is 
a matter solely for the Klingon people. He 
instructs Worf to return to active duty on 
the Enterprise , leaving the lieutenant with 
no choice but to resign his Starfleet 
commission. Worf changes into the clothing 
of a Klingon warrior and bids farewell to his 
colleagues on the Enterprise. 


r* When Worf's honor is finally restored, 
the lieutenant feels he has no choice 
but to leave the ENTERPRISE and serve as 
a Klingon warrior alongside Gowron. 


c Picard is determined not to drag the 
Federation into a Klingon civil war, and 
reprimands Worf for using Starfleet files to 
influence the course of Klingon politics. 







"Convincing Starfleet 
Command to establish a 
blockade was relatively 
painless - implementing 
that plan is proving more 
troublesome ." 


I he Duras sisters appear to be gaining 
the upper hand in their battle with 
Gowron. Captain Jean-Luc Picard 
convinces Fleet Admiral Shanthi 
that Lursa and B'Etor are being 
supplied by the Romulans, and he 
is allowed to establish a Federation 
blockade on the Klingon-Romulan border. 

Lt. Commander Geordi La Forge 
develops a tachyon grid capable of 
counteracting the Romulans' cloaking 
devices. Lt. Commander Data is given 
command of the U.S.S. Sutherland 
NCC-72015 during the blockade, but soon 
comes into conflict with the Sutherland's 
Christopher Hobson, an officer opposed 
to an android captain. 

The Federation fleet arrives at the 
border and spreads its tachyon net. Romulan 
operative Sela detects the field, and warns 
Picard to move away. The captain is struck 
by Sela's astonishing resemblance to Tasha 
Yar, the Enterprise's late security officer, 
although he refuses to believe the Romulan 
woman's claim that she is Tasha's daughter. 


I The alliance between the Duras sisters 
and the Romulans continues to pay 
dividends, with forces loyal to Gowron 
suffering a number of defeats at the 
hands of well-supplied rebel ships. 


2 Worf finds it difficult to accept 
his brother Kurn's typically Klingon 
attitude to victory and defeat. The Duras 
sisters note this unease, and capture Worf 
in the hope that he will change allegiances. 


Guinan, however, can somehow recall 
the captain sending Tasha Yar 22 years back 
into the past, on an alternate version of the 
Enterprise. Sela later reveals that her mother 
was taken prisoner by the Romulans after 
the battle of Narendra III; Tasha married a 
Romulan, but was murdered when she tried 
to abscond with her five-year-old child. 

A number of Romulan supply ships 
attempt to circumvent the tachyon field; Data 
ignores a regrouping command in order to 


o Captain Picard refuses to be distracted 
J by Sela's resemblance to Tasha Yar, 
even after Guinan hints that the Romulan 
may be telling the truth about her mother. 


* Lt. Christopher Hobson changes his 
** mind about Data's captaincy of the 
U.S.S. SUTHERLAND when the android 
officer exposes a Romulan supply mission. 



Commander Will Riker is appointed 
temporary captain of the U.S.S. 
Excalibur during the blockade. 


expose the Romulan incursion. The android 
officer's brilliant gambit not only silences 
Hobson, but also causes Sela and Movar to 
beat a hasty retreat. Realizing that the game 
is up, Lursa and B'Etor leave Qo'noS before 
they are captured by Kurn and his officers. 

Gowron thanks Worf for his loyalty and 
offers him the life of Toral, illegitimate 
son of Duras - the man responsible for the 
House of Mogh's unjust dishonor. Worf 
declines, refusing to kill someone who has 
done him no harm, and gains permission 
from Picard to return to the Enterprise as 
a Starfleet officer once more. 


i- Abandoned by Sela and Movar, Lursa 
and B'Etor swiftly leave the Klingon 
homeworld, giving Worf the opportunity 
to overpower his Romulan guard. 


g Worf surprises Gowron by declining 
to kill Toral. Realizing that he does not 
always agree with the Klingon way, Worf 
returns to the U.S.S. ENTERPRISE. 










'SOLDIERS OF 
THE EMPIRE 1 

7 need someone I can trust 
at my side. Someone whose 
loyalty I can count on. Worf, 
Son of Mogh... I ask you to 
join me on this mission as 
my friend... and as my First 
Officer." 

- General Martok to Worf. 


K eneral Martok, somewhat battle- 
rusty after spending two years in 
Dominion Internment Camp 371, 
fails to parry Lt. Commander Worf s 

attack during a warrior training 
session on Deep Space Nine. 

Dr. Bashir heals Martok's badly 
wounded shoulder, but grows increasingly 
exasperated when the one-eyed warrior 
refuses to even consider an ocular implant. 

Martok later receives a Priority 1 message 
from the Klingon High Command, inform¬ 
ing him that the Klingon Battle Cruiser 
B'Moth went missing three days ago, 
while patrolling the Dominion-aligned 
Cardassian border. A recent Dominion 
attack on a Federation starship near the 
same border suggests the Jem'Hadar may 
have destroyed the B'Moth; nonetheless, the 
council want Martok to take command of the 
I.K.S. Rotarran, a Klingon Bird-of-Prey, 
and conduct a search for the missing cruiser. 

Worf is honored when the general asks 
him to serve as first officer on the mission - 
he believes Martok saved his life when they 
were incarcerated in the Dominion prison 
camp. At the very moment when Worf 
was prepared to die, rather than continue 
to engage the Jem'Hadar in combat, he and 
Martok shared a moment of Tova'dok, or 
great warrior clarity. Worf regained the will 
to live, and together the two Klingons 
managed to escape from the prison. 


* General Martok believes no human can 
understand a Klingon's need to draw 
blood during warrior training, and so does not 
tell Dr. Bashir the full truth about his injury. 


2 Lt. Commander Worf readily agrees to 
serve as General Martok's first officer on 
a potentially dangerous mission to locate the 
missing KLINGON BATTLE CRUISER B'MOTH. 


Preparing to board the Rotarran , Worf 
'is stunned to learn that Jadzia Dax has 
decided to join the short-handed Bird-of- 
Prey as science officer. Dax reveals she has 
four months leave coming, and Martok 
and Captain Sisko have jointly approved 
her participation in the rescue mission. 

The two Starfleet officers soon find that 
they are serving alongside a group of jaded, 
demoralized Klingon warriors. They meet 
Kornan, the ship's violent weapons officer, 
female engineering officer Tavana, and 
Leskit, the Rotarran ’s cynical helmsman. 
When Worf examines the record of battle for 
the Rotarran he finds that the ship has not 
scored a victory in the last seven months. In 
response, he snarls "none of you are worthy 
of my blood and my life," but then proclaims 
his intention to restore honor to the Rotarran 
and bring glory to the Klingon Empire. 


o Captain Sisko graciously relieves Worf of 
all his Starfleet obligations, places him 
on detached service to the Imperial Klingon 
Defense Force, and wishes him "Qapla 7" 


4 Dax reminds her colleagues that officers 
on a Klingon ship advance in rank by 
challenging direct superiors who show signs 
of cowardice or dishonor. 


g Worf tells Dax that he does not want a 
lengthy goodbye. He gets his wish, as 
Jadzia has decided to use up some of her 
leave and join the I.K.S. ROTARRAN mission. 


q The ROTARRAN has suffered a 

succession of defeats at the hands of 
the Jem'Hadar, leaving the Klingon crew 
increasingly cynical and disillusioned. 
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'Soldiers of fhe Empire' 

Martok soon surprises Worf by plotting 
a course around the Tong Beak nebula, 
adding an extra day to the Rotarrart's 
journey. Martok wants to avoid a fight 
with the Jem'Hadar, and he reminds his 
first officer that their mission is to find 
the B'Moth, not satisfy warrior pride. 

Worf cannot shake the feeling that a 
quick, easy victory will help restore the 
crew's flagging morale, so he is dismayed 
when Martok later refuses to chase after 
a lone Jem'Hadar patrol ship , detected 
.directly ahead of the Rotarran. After this 
debacle, Dax tries to convince her partner 
that Martok's timidity is making an already 
frustrated crew dangerously mutinous. 

Worf, however, is loath to directly 
challenge the general's leadership. 

Later, Dax picks up a very faint distress 
call from the B'Moth , seven light years away, 
indicating that the Klingon Battle Cruiser 
has been badly damaged by the Jem'Hadar. 
Despite heavy casualties, there are still 35 
survivors who need to be rescued before 
the B'Moth's main power fails. 

Martoh's cowardice 

The Rotarran eventually locates the 
B'Moth just inside the Cardassian border. 

The increasingly paranoid Martok has 
convinced himself that the whole situation 
is a Dominion trap; he justifies his caution 
by reminding the crew that he has explicit 
orders from the High Council not to cross 
over the border. When the general decides 
to abandon the B'Moth survivors, thereby 
preserving the Rotarran' s safety, Worf 
finally takes charge. He gets the rescue 
mission underway and declares the 
general to be a coward, unfit for duty on 
a Klingon ship. 

Martok responds by threatening Worf with 
a mek'leth sword. The former comrades fall 
into a duel, which ends when Martok delivers 
a savage blow to his first officer's chest. 

The crew dutifully chant Martok's name, 
while Dax drags Worf off to the Rotarran' s 
medical ward. 

Martok knows full well that Worf 
dropped his guard during the fight and 
allowed Martok to win, courageously risking 
a killing stroke from the general's blade. This 
selfless act reminds Martok of his duty as a 
soldier of the empire, and as a warrior. The 
general does not hesitate to complete the 
B'Moth rescue mission, nor does he retreat 
from the opportunity to destroy a nearby 
Jem'Hadar ship. The Rotarran officers return 
to Deep Space Nine a changed team; no 
longer ashamed of their leader, the proud 


STARSHIP FACTS 

A During Wort's absence. Chief 
Miles O'Brien is put in charge of 
recalibrating all the weapons on 
Deep Space Nine , while Dr. Bashir 
becomes temporary intelligence 
officer. 

A Tavana's mother once met Curzon 

^ Dax on the Klingon homeworld 



warriors rowdily celebrate their victory 
and restored honor in Quark's bar. 

Martok takes a quiet moment to thank 
Worf for his timely intervention. The 
commander was right-the High Council 
viewed the mission's success as ample 
justification for crossing the Cardassian 


border, and the Rotarran crew have been 
issued with commendations. To demonstrate 
his gratitude, Martok invites Worf - whose 
own House has been dishonored - to join 
the House of Martok. Worf is honored to 
accept, and the two Klingons join together 
as warriors and brothers. 



ON SCREEN. 



a 


y The ROTARRAN crew get their first 
' indication that Martok's imprisonment 
has changed him when he goes out of his 
way to avoid conflict with the Jem'Hadar. 



q Worf does his best to defend Martok's 
’ caution and indecision, but Dax warns 
him that a dangerous situation is 
developing on the ROTARRAN - and that 
he better do something about it. 
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When Martok decides not to rescue the 
B'MOTH survivors, Worf finally brands 
him a coward. The subsequent fight helps 
to restore Martok's warrior spirit. 
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o The officers serving alongside Jadzia 
** know that she is Worf's par'machkai, 
or lover. Her three barrels of Klingon 
bloodwine help to win the crew round. 



«q Kornan loses his temper when Leskit 
suggests the Jem'Hadar will triumph 
over the Klingon Empire. Ortakin tries to 
break up the fight , but is nearly beaten to 
a pulp before Dax swiftly intervenes. 
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Back on DEEP SPACE NINE, the 
general thanks Worf for his courage 
and loyalty, and invites him to become a 
member of the House of Martok. 


_ 
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continued 


Providers These three powerful brains resided on 

Triskelion in 2268, and gambled on humanoid slaves in 
their gladiatorial contests. Provider 1 owned James T. 
Kirk until the Starfleet captain won the freedom of all 
the fighters. ( Starship Log: The Gamesters of Triskelion 
[TOS]) SEE FILES 18, 43, 68 




O The Providers evolved past the need for 

physical bodies, but found their new existence 
somewhat boring. They amused themselves by 
betting on gladiatorial contests fought by slaves. 

provisional government. Bajoran After 

the Cardassians left Bajor in 2369, representatives of 
various Bajoran interests formed an interim planetary 
management team known as the provisional 
government. The provisional government immediately 
enlisted Federation aid. ( Starship Log: 'Emissary' [DS9]) 
SEE FILES 10, 70 


Proxcinians 


A group of Proxcinians visited Deep 
Space Nine in 2373 to purchase arms. Quark sold the 
delegation 7000 assault skimmers and hoped they 
would be repeat customers, since the Proxcinian war 
was then in its infancy. ( Starship Log: 'Business As 
Usual' [DS9]) SEE FILES 51, 70 

Proxima. U.S.S . A Nebula-class Starfleet vessel, 

registration number NCC-61952. The Proxima was 
last reported in the Gamma Quadrant and, by 2371, 
Dominion forces were commonly blamed for its 
disappearance. ( Starship Log: 'In Purgatory's Shadow' 
[DS9]) SEE FILES 31, 70 


One of many 


Pfoxima Maintenance Hards 

Starfleet starship service stations providing repairs and 
upgrades. In 2371, Admiral Drazman was in charge of 
this facility. ( Starship Log: 'Past Tense', Part I [DS9]) 

SEE FILES 19, 32, 70 

proximity alert If the proximity detectors on the 

U.S.S. Voyager notice any object nearing the ship, the 
computer voice announces a "proximity alert" and 
describes the object being tracked. In 2372, a problem 

in the proximity detector security subroutine was 

repaired in record time by Tuvix. ( Starship Log: 'Tuvix' 
[VOY]) SEE FILES 29, 71 


O The Prytt are an extremely aggressive race from 
the planet Kesprytt III. They wear tight fitting 
blue suits that cover them from head to foot. 


proximity detector This small security device 

is implanted in the bodies of residents of Manu III and 
Turkana IV, including Ishara Yar. External sensors raise 
alarms if the internal devices approach forbidden zones. 

(Starship Log: 'Legacy' [TNG]) SEE FILES 7, 69 

proximity sensors This detection equipment 

determines if an object is too close or too far away. 
Mines equipped with proximity detectors detonate 
when an object is within a prescribed range. ( Starship 
Log: 'Call to Arms' [DS9]) SEE FILE 70 

proximity transceiver This subspace commu¬ 
nications device keeps Borg drones interfaced with the 

Borg collective. In 2375, Seven of Nine incapacitated a 
29th-century drone's transceiver, but its cranial implants 
adapted and created a secondary transceiver. ( Starship 
Log: 'Drone' [VOY]) SEE FILES 52, 71 

prune pee This beverage, made from dried Earth 

plums, became Worf's favorite drink after Guinan 
offered him a glass in 2366. It was a food replicator 
option on Deep Space Nine and the U.S.S. Defiant. 

(Starship Log: 'Yesterday's Enterprise' [TNG]; 'The 
Way of the Warrior' [DS9]) SEE FILES 43, 69, 70 

Prp-Jones This noted prizefighter withstood 

23 rounds with Gul Tulet during 'The Knockout in the 
Neutral Zone.' Boxing aficionado Chakotay attended 
the fight and ranked it the best match ever. ( Starship 
Log: 'The Fight' [VOY]) SEE FILES 43, 71 

prulif A Bajoran holy person, similar to a monk of 
Earth religions. A prylar is lower than a vedek in the 
Bajoran religious hierarchy. Prylar Rhit disgraced 
himself by racking up dabo debts on Deep Space Nine. 
Prylar Bek confessed to collaborating with Cardassians 
to protect Kai Opaka. Prylar Quen was available to 
preside at the burial of Kira Nerys's father. ( Starship 
Log: 'The Collaborator' [DS9]) SEE FILES 10, 70 

Priltt This country represents one-fourth of the 
population on the planet Kesprytt III. The conservative 
Prytt distrusted outsiders, including their neighbors, the 

Kes. The Prytt Security Ministry, fearing an alliance 
between the Kes and the Federation, kidnapped 
Captain Jean-Luc Picard and Dr. Beverly Crusher 

before their meeting with the Kes in 2370. ( Starship 
Log: 'Attached' [TNG]) SEE FILES 18, 69 


mans 
Proxima, 

Proxima Maintenance ] 
iroximity alert 
proximity detector 
: proximity sensors 
proximity transceiver 
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psionic 


psionic resonator 


Psych Test 

psychiatric subroutine 
psycho-suppression system 
psychographic profile 
psychokinesis 
psychoprojective telepathy 
psychotectic therapy 
psychotricorder 



O Ishara Yar was fitted with 
a proximity detector that 
allowed her movements to be 
monitored at all times. It was 
eventually removed by Dr. 
Beverly Crusher. 



O AII Borg drones are kept 
in touch with the Borg 
collective via a proximity 
transceiver that is built into 
their cybernetic components. 
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psionlc resonator 


SEE: Gol, Stone of 


Psych lest Starfleet Academy candidates are required to undergo 
this psychological evaluation. Each simulation assesses an individual's 
reactions during moments of severe vulnerability. Wesley Crusher's 
test involved making the same type of decision that killed his father. 
(Starship Log: 'Coming of Age' [TNG]) SEE FILES 19, 43, 69 

psychiatric subroutine The U.S.S. Voyager's EMH developed 

this computer program to give himself psychiatric skills. In 2374, the 
EMH's new expertise helped Seven of Nine cope with her belief that 
she had been violated by the arms merchant Kovin. ( Starship Log: 
'Retrospect' [VOY]) SEE FILES 56, 71 


psycho-suppression system This part of the Vulcan 

brain, located in the mesiofrontal cortex, governs emotional self- 
control. Tuvok developed neurochemical imbalances in this area 
after mind-melding with the Betazoid Lon Suder in 2372. ( Starship 
Log: 'Meld' [VOY]) SEE FILE 71 


psychographic profile 


The Vorta compile comprehensive 
biographical and psychological data on each of their adversaries. In 
2372, Weyoun said Benjamin Sisko's psychographic profile was 
required reading for Vorta field supervisors. ( Starship Log: 'To the 
Death' [DS9]) SEE FILES 16, 70 


psychotectic therapy This procedure, which the J'naii 

consider to be a compassionate treatment, eradicates any gender-bias 
in a person's behavior. Soren, identified as female, feared the therapy 
also eradicated personality, but seemed unconcerned after treatment. 
(.Starship Log: The Outcast' [TNG]) SEE FILES 18, 58, 69 


psychotricorder 


A standard Starfleet tricorder, adapted to 
analyze memories. In 2267, psych technician Karen Tracy's 24-hour 
regressive memory test of Montgomery Scott ended with her murder. 
(Starship Log: 'Wolf in the Fold' [TOS]) SEE FILES 20, 68 


Ptera 


This Vhnori woman was 
accidentally transported to the U.S.S. 
Voyager seconds after her death in 2371. 
After being revived, Ptera was alarmed 
to find she had woken up in a starship 
sickbay rather than the afterlife she 
expected. (Starship Log: 'Emanations' 
[VOY]) SEE FILES 18, 71 


O Ptera expected to wake up in the 
Vhnori afterlife, promised by the 
religion in which she strongly believed. 


psi-mave device 


The Prytt Security Ministry often implanted 
this mind-reading device in prisoners' brains. In 2370, Captain Picard 
and Dr. Beverly Crusher both received psi-wave devices and 
discovered they could hear each other's thoughts. (Starship Log: 
'Attached' [TNG]) SEE FILES 18, 69 


psilosynine 


This telepathic brain chemical is expended during 
mental exchanges. Lwaxana Troi's psilosynine was exhausted by the 
Cairn in 2370. Conversely, Deanna Troi received a psilosynine inhibitor 
to stop Walter J. Pierce's disturbing telepathic hallucinations. (Starship 
Log: 'Dark Page' [TNG]) SEE FILES 18, 69 


psychokinesis The ability to 

move and manipulate matter with 
thought. The Platonians acquired 
psychokinesis after consuming 
kironide; Kirk, Spock, and McCoy 
emulated them with kironide 
injections. In 2372, Kes began 
to express natural psychokinetic 
abilities with the guidance of an 
Ocampan tutor named Tanis. 

In 2374, she used her powers to 
mentally push the U.S.S. Voyager 
10 years closer to home. (Starship 
Log: 'Plato's Stepchildren' [TOS]; 
'Cold Fire' [VOY]) SEE FILES 18, 
43, 58, 68, 71 


O Parmen used his powers of 
psychokinesis to bully the 
diminutive Alexander, who did 
not share his abilities. 


psychoprojective telepathy 

This name is used to describe the rare 


Psi 2000 


This uninhabited Alpha Quadrant planet exploded in 
2266. During its death throes, water on Psi 2000 changed to a complex 
chain of molecules that, after entering the human bloodstream, had 
similar effects to alcohol. It infected the U.S.S. Enterprise NCC-1701's 
crew members, and almost resulted in the destruction of the ship. In 
2364, another Psi 2000 outbreak endangered the U.S.S. Enterprise 
NCC-1701-D crew. (Starship Log: The Naked Time' [TOS]; The Naked 
Now' [TNG]) SEE FILES 68, 69 


O The United 
Federation 
of Planets had 
a science post 
on the planet 
Psi 2000, but 
the staff were 
found dead in 
mysterious 
circumstances 
just prior to 
the planet's 
destruction. 
Their deaths 
were later 
attributed to 
the deadly Psi 
2000 virus. 


psionic 


A term relating to telepathic or 
extrasensory phenomena. Psionic energy 
is visible to tricorder sensors. The 
residue of psionic energy generated by 
Onaya while stimulating and collecting 
neural energy from Jake Sisko dissipated 
within minutes. The Botha of the Delta 
Quadrant projected a psionic field that 
created hallucinations for each U.S.S. 
Voyager crew member, based on their 
own subconscious thoughts. (Starship 
Log: 'The Muse' [DS9]; 'Persistence of 
Vision' [VOY]) SEE FILES 18, 70, 71 


O Jake Sisko fell victim 
to a psionic energy 
creature named Onaya, 
who fed on neural energy 
produced by his creativity. 


ability of the Halanan unconscious 
mind to create an interactive, alternate 
self to express traits censored by 
the conscious brain. Fenna was a 
psychoprojective personality created by 
Nidell Seyetik. (Starship Log: 'Second 
Sight' [DS9]) SEE FILES 18, 70 


O Nidell Seyetik's unhappiness resulted in the appearance of Fenna, 
a glamorous alter ego created by psychoprojective telepathy. 
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pulmonary support unit 
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O Korvat was the public 
conservator at Chief 
Miles O'Brien's trial on 
Cardassia in 2370. 
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O Captain Picard nearly 
died after being shot in 
the chest, but a pulmonary 
support unit saved his life. 


O O'Brien found himself 
nursemaiding 'Pup', an 
artificial intelligence that 
sought constant attention. 


public conservator This Cardassian lawyer 

helps the offender prepare for trial by crafting a 
confession that also acknowledges the correctness 
of the court's judgment. Korvat was Miles O'Brien's 
public conservator in 2370. ( Starship Log: 'Tribunal' 
[DS9]) SEE FILES 13, 70 


Pulaski. Or. Uterine Chief medical officer 

of the U.S.S. Enterprise NCC-1701-D throughout 

2365. Pulaski cared 
for her patients using 
understanding and 
compassion as well as 
advanced medicine. She 
had been married several 
times, and was once 
involved with William 
Riker's father, Kyle. 

(Starship Log: 'The Child' 
[TNG]) SEE FILES 25, 
43, 69 


O Katherine Pulaski 
served aboard the 
U.S.S. ENTERPRISE NCC 
1701-D for just a year, 
but nonetheless made 
quite an impression on 
her new captain and 
crewmates. 


PullocN I 


This Cardassian planet was attacked by 
the Bajoran resistance fighter Lenaris Holem and his 
Ornathia resistance cell during the occupation. The 
Pullock V raid was the first Bajoran strike on Cardassian 
soil. ( Starship Log: 'Shakaar' [DS9]) SEE FILES 10, 70 


pulmonary scanner This item of sickbay 

equipment is needed to run a respiratory series. The 
U.S.S. Voyager's EMH needed the pulmonary scanner 
after Neelix's lungs were stolen in 2371. ( Starship Log: 
'Phage' [VOY]) SEE FILE 71 


pulmonary support unit This component was 

built into the primary biobed in the U.S.S. Enterprise 
NCC-1701-D's sickbay. In 2369, the pulmonary support 
unit kept Captain Jean-Luc Picard alive after the 
bioregulator in his artificial heart was fused by a 
compressed tetryon beam. (Starship Log: Tapestry' 
[TNG]) SEE FILES 43, 69 


pulmozine The standard Starfleet stimulant for 

patients who are not breathing or have compromised 
lungs. Ten milligrams of pulmozine is the normal 
dosage, but 20 milligrams can be used if the patient 
remains unresponsive. ( Starship Log: 'Basics', Part I 
[VOY]) SEE FILE 71 


pulssiel lockseal 


Quark's storeroom had this 
type of electronic door locking mechanism. Nog's 
counterfeit desealing rod let Rom release the lock in 
10 seconds. ( Starship Log: 'Necessary Evil' [DS9]) SEE 

FILE 70 


O Wesley Crusher was sentenced to death for 

stumbling into an Edo punishment zone. He was 
later given a reprieve. 


pulse compression move An energetic power 

emission. After Starfleet assumed control of Deep 
Space Nine in 2369, most of its weapon systems were 
no longer functioning. Miles O'Brien added a simple 
pulse compression wave to the station's phasers to 
amplify their effectiveness. ( Starship Log: 'Emissary' 
[DS9]) SEE FILES 27, 70 


pulse pun 


A hand weapon used by the Akritirians. 
When Harry Kim tried to interest fellow prisoner Zio in 
escaping, Zio declined because they were defenseless 
against Akritirian pulse guns. ( Starship Log: 'The Chute' 
[VOY]) SEE FILES 18, 40, 71 


pulse move torpedo This Vulcan delayed- 

detonation projectile was in use circa 2169. Vulcans 
using a pulse wave torpedo to repair a subspace 
rupture in the Hanoli system succeeded only in 
destroying the system instead. ( Starship Log: 'If 
Wishes Were Horses' [DS9]) SEE FILES 8, 60, 70 


punishment zones These secret, randomly- 

selected portions of the Edo city were monitored by a 
small law enforcement team. Violations within the zone 
were punishable by death. Wesley Crusher accidentally 
stumbled into a punishment zone in 2364. ( Starship Log: 
'Justice' [TNG]) SEE FILES 18, 69 


Pup' 


Chief Miles O'Brien gave this descriptive name 
to a Gamma Quadrant software program that caused 
problems when it was downloaded into Deep Space 
Nines systems. O'Brien created a subroutine to give 
Pup the attention it wanted. ( Starship Log: 'The 
Forsaken' [DS9]) SEE FILES 42, 70 


O Self-replicating 
mines were 
considered a better 
deterrent than pulse 
mines. 


pulse mine Miles O'Brien 

suggested using this type of 
explosive device to mine the 

Bajoran wormhole entrance, 
thus preventing Jem'Hadar 
incursions. Cloaked, self- 
replicating mines with 
variable geometry detonators 
were favored instead. ( Starship 
Log: 'Call to Arms' [DS9]) SEE 
FILES 60, 70 







































puree of beetle This Ferengi cuisine is typically eaten with 

the first meal of the day. ( Starship Log: The Assignment' [DS9]) 

SEE FILE 70 


purification squad General Nassuc's band of killers were 

referred to by this name. Nassuc ordered purification squads to murder 
arms dealers Hagath and Gaila, and the Regent of Palamar in 2373, 
following a misunderstanding in Deep Space Nine's cargo bay. 

(Starship Log: 'Business As Usual' [DS9]) SEE FILES 18, 51, 70 


O Kirk and Spock were held captive on Pyris III by Korob and 
Sylvia, aliens from another Galaxy. Their prison closely 
resembled the dungeons found in myth and fantasy. 


Pyris VII 


Korob and Sylvia created a haunted castle on this 
uninhabited planet in 2267, thinking it would frighten humans. The 
castle disappeared when the pair's transmuter was destroyed. (Starship 
Log: 'Catspaw' [TOS]) SEE FILES 3, 58, 68 


Pqriltiian Gorge 


This site, on Talax, was the location of fighting 
between Talaxians and the Haakonian Order some time before 2356. 
The event became known as the Battle of Pythrian Gorge. Neelix 

claimed to have participated in this battle, but later confessed he had 
not. (Starship Log: 'Jetrel' [VOY]) SEE FILES 18, 43, 71 


O A 2373 
Starfleet 
geological 
expedition to 
Torga IV ended 
in tragedy. 

The away team 
were attacked 
by a platoon 
of Jem'Hadar 
attempting 
to salvage a 
JEM'HADAR 
WARSHIP that 
had crashed 
on the planet. 

pyroclastic debris. Class-5 The geological description of 

volcanic detritus. During a mineral survey of Torga IV, this type of rock 
formation was plentiful but unspectacular. In some areas, the debris 
was more eroded than others. (Starship Log: 'The Ship' [DS9]) SEE 

FILE 70 


ppcife An element found in Ferengi and Kazon blood. In 2366, 
Ferengi pyrocytes were used to sicken Dr. Mendoza, eliminating him 
from Barzan wormhole discussions. In 2371, an injured Kazon needed 
pyrocyte replacement. (Starship Log: The Price' [TNG]; 'State of Flux' 
[VOY]) SEE FILES 69, 71 


purple omelets In 2368, Clara Sutter put a twist on the 

traditional omelet recipe. By adding grape juice, she gave the dish 
a new color. (Starship Log: 'Imaginary Friend' [TNG]) SEE FILE 69 


Whole green putillos were collected on Napinne for Neelix's 
larder in 2371. The vegetables passed biofilter examinations, but were 
tested as a possible contamination source for a bio-neural gel pack 
infection. They were not the cause. (Starship Log: 'Learning Curve' 
[VOY]) SEE FILES 29, 59, 71 


Pqgorians A group of weapons dealers. Sakonna, a Vulcan 

Maquis representative, came to Quark looking to buy weapons in 
2370, and the Ferengi suggested she try the Pygorians. (Starship Log: 
'The Maquis' Part II [DS9]) SEE FILE 70 


O Captain Janeway acted as Tuvok's pyllora when an invasive 
memory parasite affected his memories. Tuvok sought her aid 
because he felt closer to her than anyone else on U.S.S. VOYAGER. 


Pyrellian ginger tea 


A Bajoran drink. During the occupation, 
ginger tea was available from Quark on the black market. Fie also used 
it for bribes. Kira Nerys said the chemist Vaatrik also sold Pyrellian 
ginger tea. (Starship Log: 'Necessary Evil' [DS9]) SEE FILE 70 


PqFhroV 


This planet was visited by 

Martus Mazur, an El-Aurian, in 2370. 
Fie learned an elderly couple's financial 
access codes while there, and then took 
their life savings. The couple wanted to 
prosecute Mazur. (Starship Log: 'Rivals' 
[DS9]) SEE FILES 53, 70 

O Conman Martus Mazur visited 
Pythro V and swindled an elderly 
couple he met there. 


O General Nassuc's 'purification squad' were a band of ruthless 
killers who murdered anyone who crossed them. 


pyllora In the Vulcan 

culture, a pyllora is a person 
who acts as a guide or 
counselor during a mind- 
meld. To address repressed 
memories, a Vulcan melds 
with a pyllora to explore the 
event and put it in perspective. 
(Starship Log: 'Flashback' 
[VOY]) SEE FILES 8, 43, 71 


















